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Therefore I have taken the Pains to 
compile this little Treatiſe, in order to 
teach the principal Court Games, ws. 
OnBReEg, PI r, — 
Game of CHE 58. . 
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T* PREFACE. 
J think the Method laid down is ſo | 
plain and eaſy, that a Perſon of a ver 
common Capacity may quickly learn chele 
moſt entertaining Games. 


Fir, As to OmBre. This Game is 
variouſly played, according to the Hu- 
mours of the Company, or the Stakes 
they play for; therefore, that the Rea- 
der may not be ignora et any Part of 
it, he will find it here Jeſeribed in all 
its Branches: And we have reduced it 
to Chapters, or Heads, that he may not 
be puzzled, by running from Article to 
Article, without Method, 


It may be objected, perhaps, that we 
enlarge in ſome Places upon Things that 
have been touched on before: But it 
muſt be conſidered, that this Treatiſe is 
wrote in Favour of thoſe who have no 
Notion at all of the GAME; and to 
theſe, we conceive, nothing can be made 
too plain. Beſides, it will be found, that 
we never ſpeak of a Thing a ſecond Time, 
but where it has not been ſufficiently ex- 


12 before. 
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As for thoſe who have already ſome 
Notion of the Game, this eaſy Method 
will ſoon make them M ers of it. 


They who play it well, will find the 
Rules here laid down ſo exact, and with 
ſo much Juſtice, as readily to decide 
| thoſe frequent Diſputes which happen 

about the Laws of the Game. 


But as the Terms made uſe of in this 
Game, may ſeem very harſh and un- 
couth to thoſe who are not acquainted 
with it, we have taken Care to explain 
them by their proper Significations, and 
ſhewn of what Uſe and Force they are 
in the Play. 


Secondly, The Comes of PrcQueT * 
LoTTERY, are deſcribed as they are now 
playedi in the beſt Companies. The LoT- 
TERY 1s a Game but lately invented, tho' 
already in high Eſteem among Gentle- 
men and Ladies of the politeſt Faſhion, 
not only for the Variety of Diverſion i K 
affords, but likewiſe becauſe it gives 


Liberty unlimited for any Number of 
Perſons to play at it. 


th 


vi PRE FACE. 
Thirdly, The Royal Game at CnaES8S 
(which ſome maintain 'to be as old as 


ts we have made in 
the Games of OMsre, QuaDRILLE, 
PrcquerT, and WIIsr, are ſo large and 


ed Shipwreck, which, with a proper At- 
tention, they may not only avoid, but 
gain great Advantage to themſelves. 


Yoln de Vigney, in his Book, called 
The Moralization of Cheſs, ſays, that the 
e 
the Philoſopher, to improve and correct 
the Mind of that famous Tyrant Mere- 
dach, King of Babylon, 614 Years be- 
fore the Birth of Chrif. 


by 


PREFACE. 


the Incidents in a Comedy : By 
conciſe Account we have given of it, 


Treatiſe, were originally written by 
Charles Cotton, Eſq; ſome Years ſince, 
| but are now reQtified according to the 
| preſent Standard of Play. 47 
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OMR E, by Tuxzz. 9 

If after the Ombre has looked at the Cards 
he takes in, he recollects that he did not 
name the Trump; if the other two ſhould 
forget to ſpeak before him, he may name it 


Of the Matadores, and their Privilege. 


HE Word Matadere, in Spaniſs ſigni- 
Ges Murderer ; they are ſo called be- 
cauſe they never give Quarter. : 
There are but three Cards that are pro- 
perly called Matadores ; theſe are Spadille, 
Manille, and Bao; which are three principal 
Trumps in whatever Suit we play. 
 parinaboays the Ace of Spades. | 
- famille, as we obſerved, is not fixed, but 
changes according to the Colour we play in, 
as in Red it is the Seven, in Black the Duce. 
the Ace of Club-. 


play it, cho « Trump ke lead : One Example 
will make this ö 
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It is very difficult to win the Vele, and there- 
a Title; he who once engages 
Lt, forward. 

When the Ombre has won his five Tricks, 
ys down one Card more, without fay- 
any thing, he engages for the Yoles in 
5 Cafe his ro Ade e, have. their II. 


d, I paid for them, — 

does not take up any thing. 
What I have ſaid concerning the Advan- 
tage of winning the Vale, is not always fixed, 
great deal more; but 
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will for, as ten, twenty, thirty, forty, 
U After which, dey bu any 
diſpoſed to leave off, he may up the 
Every e you » you a 
Counter to mark the Tours, and fo on, till 
they amount to the Number you 
play; but you muſt obſerve that a Codille is 
not to be marked as one. | 


89 
practiſed; but if any of the 
Sameſters ſhould refuſe this, you have no 


The CounT Cart. 


fore obſerved, for the generality you muſt | 
have five Tricks to win. 
But when a Man is perfect Maſter of the 
Game, and ILT N 
as to div ide the Tricks 


Games which may be played in Bl act. 
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Baſto, Ace of Clubs. 
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Knave. L 

Ttree. 
AEN. 


- 


OMB RE, by Tuxzzz. 35S 


VIII. 
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Black, your Game ſhould be ſomething bes- 
ter when. you play in Red, becauſe there are 
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Baſto, Ace of Clubs. | aanille, the Duce. 
Manille, the Duce. . 


38 The Count Gamern. 


Spadille, Ace of Spades. | Manille, the 
Manille, the Seven. | Baſta, Ace of Clubs. 
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42 The Counxr GAMESTER. 
Sometimes he who plays Geſcarille lays out 
all nine; and obſerve, that he is obliged to 
bay out at leaſt cight. 
rns three 
a- piece for Gaſcarille ; i it, he 
them three a- piece. _ 
He pays, or receives, for Matadores, as at 
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Quavatite, QuinTiLLz, and Studt 
* Omtzar Two. 


HE French, ever fond ef Novelty, and 
equally fickle in their Dreſs and Di- 
have inoculated ſeveral Cyons 
upon the Spaniſh Root of this Game of 


is loſt, becauſe no Diſcar is allowed in 
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Neceſſary Ca rcux A 120 to underſtand the 


Game of QUaDrILLE. 
SW 547 is the Odds, that out of 
ner holds one ? 


6 
A. The Odds in his Favour is about Five 
to Four. 
A What is the Odds, that out of any three 
certain Cards my Partner holds one ? 
A. The odds is about Five to Two in his 
Fa 4 | 


The foregoing Calculations explained. 
HAT out of Two certain Cards your 
Partner holds One, obſerve as fol- 


If you have one Mattadore in your Hand, 
& is manifeſt by this Calculation, it it is Five 
to Four that 
CON 


Calculation it is plain, 
Odds is Five to Four in your Favour, 
or Queen of that Suit is in your 
artner s Hand, and you haye 
ar Chance to win a Trick in that Suit. 
q - | Ay 


£0 ADRILLE 
to the other i 


As 


- . the Ga 3 - 
rn 
your Partner has one of them, as you have 
none. 


In the ſame manner may be calculated 
many other Caſes, which will be of great Uſe 
to a vigilant Player. 


Tuar ——— QvADRILLE. 


HERE are ſome Perſons who will 
play at this Branch of Ombre, by deal- 
out Tex Cards a-piece, between Three, and 


downright Ira Phraſcology, call 
Tire bande — ray 
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NEW QUINTILLE. 33 
the Stakes, whether the Ombre alone, or with 
i + ones Defendants if 


The Reafe, and whatever dle is to be paid, 
is done one half by the Ombre, and the other 
by the King his Ally; if in the Payment there 
happens to be an odd Counter, the Ombre is 
to pay it; as in the Winnings they divide 
equally, and the odd Counter falls to the 
Ombre's Share. 

This Game is not ſo rigorous towards the 
Ombre as Quadrille, ſince he can never be 
beafted alone when he calls a King, even if 
he makes but one Trick, but the Auxiliary- 

=p is always to contribute one half. 

If all the five Players have paſſed, and he 
who has Sp: dille, is obliged to play, calling a 
King, he follows al the Laws of thoſe, who 
voluntarily. 

In Regard to playing Sans-prendre ; the Laws 
of Quadrille are to be obſerved in all Points; 
the other four Players being united againſt 
him w lays Sans-prendre ; who, to wing 


in which Caſe the ſecond is but of 30. 
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45 
s 
either Caſe you muſt add the Number of 15 
for each Beafte, according as they are made. 
The Matadores are paid all one as they are 
at Zzadrille; it is indifferent whether they are 
all in the Ombre's Hand, or whether divided 
between him and the King his Ally, they 
part what is paid for the Matadores, as well 
as the reſt of the Winnings. | 
The Pol is likewiſe paid, according as has 
been ar firſt agreed upon, to thoſe, who win 
it; and thoſe, who juintly make it, are joint- 
ly to divide the Gain. 

There is no Riſque in undertaking the 
Vole, there being no Penalty for thoſe who 
undertake and miſs it; nor is there any for 


aary- 7 
I'kewiſe makes none, the Beaſte m 
paid between them. $i 
The Yole draws no more than what was 
played for; the Cards are cleared by a cer- 
tain Number of Ccunters, as has been at firſt 
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Nerv Decifions upcn the difficult Points and In- 
cidents which may happen at Qu ADpñRIII SZS. 

HES E wzew Deciſions contain only 
Part of the Laws of Quadrille, and are 
neither unpleaſant, or unneceſſary, becauſe 
they ſhew the Reaſon of their Inſtitution. 
to be faced, the Deal is loſt. The 
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that it ſhould be likewiſe counted fo, when 
there is one faced Card. 

It is not to deal the Cards after 
any other Manner than by 4 and 3 at a Time, 
tho* ſome 1 erroneouſly pretend that 
every Pla at. Liberty. to. deal. as he 


pleaſes ; Freren 
as poſſible, * Laws of Ou, at which 


Game the Cards are not to be dealt-any other- 
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II. The Method of Calling.] As the Opi- 
nion of ſome Players, who are for having 
Him, who has the four Nings in his Hand, 
| paſs, _ he will play Sans- prendre, is re- 
pugnant and contrary to the Liberty of Qua- 
drille ; and it is but reaſonable that it ſhould 
be free for explode” urns 


or one of his own Kings; it being generally 
received, that. he who is ing to run 


the Hazard of. Sans-prendre, . may-call one of 
his own Kings, or any Queen, except That of: 


Trumps. 
ae 
Ds have- 
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have the four Kings; ſo that if you want the 
King of Trumps, you have 
the other three, you are obliged either to call 
one of thoſe Kings, or to paſs. 


Ill 27. Manner of playing the Cords. 
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ed, to give Intelligence that he is the Friend, 
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with the Rewards,. c. the Sans- prendre, and 
Matadores, if he had them. 
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c 
Trick. 


XI. 
Devole.] Quadrille may very well admit of 
the Contre, which ſome were about introduc- 
ing into Ombre, as uſed in the Game of 


Of the Contre, the Vole, and the 


La Bete (The Beaſte.) Thoſe therefore, who 


He, who having played Sans-prendre, and 
undertaken the Vole, but miſied it, muſt 
F 
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He, who is forced to play with Spadille, 
cannot pretend to the Yole, by Reaſon of the 
Advantage Spadille diſcovered may procure | 


him. 

The Auxili ing muſt have appeared 
before TRE = e the 
Vole ; otherwiſe, as no Riſque is run, fo no 
Recompence is to be expected. 

He, who plays and wins no Tricks makes 
the Devole, (is lammed) which he muſt pay 
to the two Defendants, and not to his Friend, 
leſt the Deſire of Gain ſhould induce the 
Friend to play againſt him, whom he ſhould 
aſſiſt, when the Game becomes deſperate. 

This Lew, rigorous as it is, cannot well 
be too much ſo, ſince ir tends to prevent play- 
ing upon low Games. 

It is a Rule generally received and approv- 
ed of, that Thoſe who diſcover their Game, 

uſt not pretend to the Vole. Neverthe- 

if any one of the Playcrs has in his 
five or fix ſure Tricks, and 
his Cards, ſaying that he undertakes the 
le, notwith 


8 


ſtanding his [id is to play 
he is admitted in hi 
verſary's Power 
at Liberty to com 
undertakes it, to 
they 
Hand; but This is 


2 


who 
what Card 
may make 
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able before fir Tricks are 


ding 
11 
he, who ſhews his Game 


played, when a Third Perſon is want- 
cople do not know how otherwiſe 
to divert themſelves. It may be of ſome Uſe 
| to teach Beginners how to diſcard and play 
the Cards. 
The Manner of Play, is exactly the ſame 
with the other Ombre. 
. Firſt, You muſt take an entire Suit out of 
the Pack, either Diamonds, or Hearts, it is 
3 
Tung. 


You 
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Tauss peculiar to the Game of Omar. 
LTO go to the Bottom : That is, when he 
' who takes in, next to the Ombre, takes 
ſo many Cards, that he does not leave 5 to 
. him who is to take i 


New Deczfions on Quadrille. 71 


XIII. 
= 
you 
each. 
XIV. Matadores Double: is when you agree 
to pay two a- piece 
XV. Falſe Mataderes : Two Matadores with- 


the Third, are ſo called, but are never 


: is the Ace of Hearts, when 
are Trumps; and the Ace of Dia- 
when Diamonds are Trumps. 


1 


TI 


Z 


by 


x5 


: 


0 
8 


. to name his Trump, 
and has looked at the Cards he teck 
in, one of the others may name it for 
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VI. You are not obliged to | 
a ſmall Trump, and may Renownce 
if you have en 
VII. A Superior Matadore forces an Infe- 
rior, if you have no other Trump to play 
to it. 
VIII. You cannot Renaunce with any Trumps 
in your Hand, except the three Mata- 
dores. 


Superior Matadore does not force an 
Inferior, unleſs it leads. 

X. Matadores are not to be paid, unleſs they 
are in the Hands of the Ombre. 

XI. Lou cannot demand to be paid for Ma- 
tadores, or Sans-prendres, after the Cards 
are cut for the next Deal. 5 

XII. There is no Time preſcribed for the 

E B be, 
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2 and it may be taken while the next 


XII The! Cirds muſt be dealt no way bur 
by 3 and 3. 
XIV. If one of the Black Aces be turned up 
in dealing, there muſt be a new Deal. 
XV. If the Card ſeen be any thing but a 
Black Ace, the Deal is good. 
XVI. Whether the Dealer, or another, turns 
up the Card, it is the ſame Thing. 
XVII If a great many Cards are turned up in 
they miſt be dealt again. 
XVIII. He that has ten Cards dealt to him, 
cannot play. 
XIX. He that has but eight Cards dealt to 
him, cannot 
XX. He that has eight or ten Cards dealt to 
him, may play, it he gives Notice that he 
too many, or too few. 
XXI. He that paſſes with ten Cards in his 
Hand, is not Beafted; unleſs he has fo 
many, after he has taken in, when another 
ys the Game. , 
KAY. He that has ten Cards, may play Sans- 
if he did not deal ; ker (rf 
others is to draw a Card out of his Hand at 
hazard. 
XXIII. He that has but eight Cards, may 


* bis eight Cands, # it 
Notice. 
„nn 


Card 


Dir Laws' of Omzzzs. 756 


- Card of the Stock, and looks at it, he 
cannot play, but the others may. 
XXV. If that has a ſure Game, and plays 


XXVII. If the youngeſt Hand 08 
Trump without aſking Leave, he is not 
obliged to play Sans-prendre, if the others 
have 

XX VII. If any Cards remain after all have 

taken in, he who left them may ſee them ; 


XXX. He that in 


„ looked on them, but he is 
obliged to put them back. 
XXXI. if he has mixed them with the reſt 
t of his Cards without ſeeing them, one of 
the others ſhall draw out of his Cards, 
/ at hazard, as many as he took above his 
1 Due. q 
XX XII. He who takes leſs than his Number, 
p e E 2 may 
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may take the reſt at any time while the 
Stock is upon the Table; but if they are 
all taken in, he muſt draw as many as he 
XXXIII. He that has none of the Suit that 
leads, is not obliged to play a Trump. 
XXXIV. He that plays out of his Turn, 
is not Beafted, but it is reckoned bad 


XXXV. If the Ombre ſees a Card in cither of 
to play it ; no Card is played till it is up- 
on the Board. 5 6 
XXXVI. Every one has the Li of ex- 
amining another's Trick, to ſee what is 


XXXVI. If the Pack be falſe, and it is 


ift. Tho! the Pack be fate, if the 


= 
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calling Cano, ought not to call it. 
XLIV. The Onbre age nt wo give 


15 


23 38 8 
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af 
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Ace 


L. The Pole is undertaken, b has 


b. 
1 Fi. who undertakes the Yole does ne. 


upon the Board. 


LIL When the 


is undertaken, the tt 


may look in each other 


Vole 


who defend it 
Hands, the 
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Sam- prendre, or has Mataderes, he is to 

be paid for them if he ſaves his Beafte, tho? - 
be does not win the Poke. 

LIV. A Codille won, is not marked for a 

Tour. 

LV. When a Number of Tours is to 

be played, — who will not play to the 

End. o pay all that is Loſt. 

LVI. He who Gikards and takes in before 
his Turn, is Beafted, if what he takes in is 
mixed with his Game. 

Thus have we giving the Laws relating to 
Ombre (in all its Branches, either between 
2, 3, 4, Or 5 Perſons) but cannot conclude 
this Article, without reciting Mr. Pope's 
heauriful Deſcription of the Manner of play- 
ing this Game between Belinda and her Tuo 


Knights at Hampton-Ceurt. 


Barigo now, whom Thirſk of Fame invites, 
Burns to encounter Tavo advent'rous Knights 
At Ousz. fingly to decide their Doom, 
And ſwells her Breaſt with Conqueſts yet to come. 
Strait the Three Bands prepare in Arms to join; 
Each Band the Number of the ſacred Nine. 
Soon as ſhe ſpreads her Hand, th' Aerial Guard 
Deſcend, and fit on each important Card: 
Firſt Ariel perch'd upon a Matadore, 
Then each, accordin Ce ö 
For Szlphs, r vi 
Are, as when Women, wond'rous fond of Place. 
Behold, four Kings in Majeſty rever d, 8 
With hoary Whiſkers, and a forky Beard: aa 


The Laws of Omnne. 79 
And four fair Quan, whoſe Hands ſuſtain a Flower, 
Th' Emblem of their ſofter Power, 

Four in Garbs ſaccinR, a truſty Band, 
2 and Halberds in their Hand ; 
ſhining Train, 


a — 
pades be Trumps ſhe Trumps they were. 
Now move to War her ſable Matadores, * 


iſh'd by the Vigor Spade. 
Thus A e Babs i. 
Now to the Baron, Fate indines the Field. 
TI be ED os, | 
Ls ee 1 
black Tyrant firſt her Victim dy d, 
Spite of his — Pride! 
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And wins (O ſhameful chance ! ) the Oven of Hearts. 
At this, the Blood the Virgin's Cheeks forſook, 
A livid Paleneſs o'er all her Lock; 


h exulting, fills with Shouts the Sky, 
The Walls, the Woods, and bes Canals reply 


The Laws hed QvaDRILLE. 
to deal the Cards any 


umbers he pleaſe. If in dealing there hap- 
to be one or more faced Cards, the Deal 


III. 1 
lame Sort, and it is perceived before the Deal 
z played out, it is null; „„ 


The Laws of OA. Br 
all played, the Deal is good, as well as all 
thoſe which may have it. 

IV. He who miſſes Deal, mult dee! again ; 
but is not to be Beafted. 

V. If he who plays cither Sans-prendre, or 
calling a King, names a Trump of a different 
Suit from that his Game is in, or names two 
| ſeveral Suits, that which he firſt named, muſt 
be the Trump. | | 

VI. He who plays, muſt name the Trump 
5 
he calls. 

VII. He who has ſaid I paſs, muſt not be 
again admitted to play, except he plays by 
Force, upon Account of his Spadille. 

VIII. He who has aſked the Queſtion, and 
has Leave given him, is obliged to play. 
IX. the whe hes ad to play, muſt not 
— except he is forced fo to 


r may play 

Sans- prendre, in » — to him, who forces 

him to it. 

XI. He who has the Four Kings may cal 

the Queen of either of his 

XII. Neither the nor Queen of the 

Suit, which is Trumps, muſt be called. 
XIII. He who has one, or ſeveral Kings, 

may call any King he has in his Hand; in 

Aces. to win, he mult make dne fir 


ES _—_: * 


- 


* 
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Tricks. If he wins, it is all his own; and 
if he loſes, he pays all by himſelf. 

NIV. Tou muſt not demand Gans, of your 
Friend; nor cauſe him, by any indirect Means, 


Game, or may give any Intimation to the 
Friend ; and more particular if the Card is 
a Matadere, He who plays Sans-prendre, 
is not ſubject to this Law; nor is he, who 

calls his own King. 
XVIII. He who has none of that Suit of the 
Card that leads, is not obliged to trump-it; 
nor to throw a higher Card of the ſame Suit 
XIX. 


The Laws of MARIE. 83 


XIX. It is lawful to look upon every one's 
Tricks to ſee what Cards have been 
XX. None ought to look upon the Tricks, 
nor to count aloud what has been played, ex- 
cept when it is his Turn to play; but to let 
every one reckon for himſelf. 
XXI. He who inſtead of turning up the 
1 any one of the Players, ſhall 
up and diſcover his Game, muſt be 
' equally Beaffed with him, whoſe Cards he has 
ſo diſcovered, one paying one half, and the 
other the like. 
XXII. He who renounces, muſt be Beafted 
as many Times as he has ſo done, if he is 
made ſenſible of every Renounce he has made ; 
but if the Cards are mixed, he is to pay but 
one Beaſte, though he has made ſeveral Re- 
XXIII. To have renounced, the Trick muſt 
have been turned down ; or he who renounced 
muſt have his Card for the next Trick ; 
otherwiſe he may. recal his Card without in- 
curring any Penalty. 
XXIV. If the Renownce prejudices the 
Gon, ond the Oni ks act hat at, vary 
may take up his Cards, beginning at 
> oc» tou Baths by Where pie, gt) 
them over - again; but if the Deal has 
1 may not be 
re-: taken. 
| 3 He who having | aſked what is 
0 | E6 Trumps, 


mand down an inferior, if it is played upon 
any other Trump that led the Board. 
XXXIII. The Mataderes and Sans 
cannot be demanded after the Cards are cut 
when are 


for the next Deal, de- 
fignedly cut and dealt fo haſtily chat the Win- 
ner has not been allowed Time to demand his 
Due; in which Cafe, if he has not taken up 
the Stake, nor been paid the Rewards by any 
of the Playcrs, he may lawfully demand the 


— 


Die Laws of Quarnnre. By 
other Dues ; but if it was he himſelf, who 
either cut or dealt the Cards, he has no far- 
ther Right to demand them. | 


che Tricks, are to be what has been 
* lt rg | 

The Vale not draw the Beaftes, 

not played for. | 

He who undertakes the Vale, and 

not make it, muſt pay as much as he 
have received, had he won it. 

XLIV. The Pole is undertaken when, af- 


The Laws of Quapntie. By 
any one ſpeak the leaſt Word that concerns 
2 ** ch Spadille, 
ä is forced to play with Spadi 

cannot have any Pretenſions to the Pole. 


The Couar Gaus rzR. | 
he draw the Stakes ; but he is not to be Beg - 
except he loſes the Game ; in which Caſe, 


he muſt pay to each Player, beſides the For- 
miſſing the Yole, what he was to have 


LI. He who plays 
three Tricks, is to be Beaſted alone, — 
likewiſe pay alone all that is to be payed ; and 
if he makes no Trick at all, he muſt, beſides 
pay to his two Adverlaries the Pole, 


by 
LIX. Whoever refuſes K— dune 


r 
all the and the Cards. Od 


LX. But in Caſe his Abſence is 
Party may be put off *till another Opportunity, 

c 
ä» 


| Gmeral © 


General RuLzs for playing at PiqQuz T. 
aus a Pack of Cards, and throw 
Duces, Trays, Fours, Five, 


Or, +" 17" 00 
wo ne buy Packs of Piquet-Cards 
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Of the Game of PraveT. ga 
dealt at this Game by 2 and 23 
s beſt io. 

Dealer has done, he is to lay the 
Stock juſt in the Middle ; when they come 
to examine their Game, if one of them ſhould 


Whon the echer hes ifcundad, he who has 
Carte-blanche, is to ſhew his Game upon the 
Table, that the other may be ſatisſied it is ſo; 
_—_ MY —_— — 


| When cach har his Number of Card, ha 
2, there remains. 8, which (as we faid be- 
a) 5 to be laid in the Middle ; then he, 
may take 5, which is a 


paſition of his Gam wen $i 2,9. 
org, todiſcard juſt the ame Number. 
When he takes leſs than g, he may ſee the 
etl hrs aden gif read: 
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n „* 


each is to examine what Cards he has in his' 
r 


Rr 
but they are only the French Terms, which 


we make uſe of, becauſe Enplib will not en- 


the ſame Thing in one Word. 
m_ a Tierce is when three Cards follow 
one another in Degrees of Value, as Ace, 
King, Queen; and are worth 3 : If you add 
a Knave to theſe, it is called a Quart, and is 
worth 4 3 add 2 10, and it is called a Quint; 
a 9, and it is called a Sexiemez a 7, and it 
is called a Septieme; an 8, and it is called a 
vita 

The Word Tierce is from Trois, three; 


ſaid to win the Point ; hn he Rs 


Theſe Words may found a little like con- 


Vert, from Quatre, four; 9 
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cut again for the Deal, if you play on; and 
.. 
it is agreed to play a certain 
Number of Games, and to deal alternately to 


The ſecond Thing is the Sequents, as Tier- 
ces, Duartes, Duints, &c. The next to thoſe 
to be reckoned, are the Threes, or Quatorzes; 
2 3 Aces, or 4 Knaves, or Tens, Queens, or 
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Of the ReyicQue. 
TE who without playing down, aunts, 


in Carte-blanche, Points, inte, 


reckons 90 
for them; ad this in calld s ere. 


Of the PicqQue. 


E who can make up 30, part in 
and part by Play, before the 
told any 1 hing, reckons them for 
this is called a Picque. 
It muſt be obſerved here, that when he 
makes his 30, if he ſhould by Miſtake, omit 
ſaying 60, and reckon only 30, and fo go 
on with 31, 32, and then playing the Cards 
out ſo, he ſhould afterwards recolle& his Er- 
| Tor, and reckon 30 more for the Picgue; he 
« nat 6s defi ihe en 

But, if he has marked up his Game; and 
the Cards are cut, and diſtributing for the Deal 
_ follow- 
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g, it is too late to re-call, and his 
Game muſt ſtand as it it marked. 


Of the Car or. 


E who wins all the Tricks, inſtead of 
reckoning 10, which is his Right for 
che Cards, reckons 40, and this is 


in this Caſe is given to the firſt in 
Play, or the Eldeſt Hand. 


Accidents which bappen at this Gau, and 
the Penalties which attend it. | 


r if the Ko by Miſtake, or 
ſhould give a Card too many, 
or too tew, ub ont: 


Hand, either to play the Game, or make him 

deal again. 

3 having 13 Cards dealt him, 
obſerve, 


Of the Ganz of PriquerT, 101 
he muſt lay out a Card leſs than what he makes 
in. 

And the Dealer is to do the ſame, if 11 or 
13 Cards fall into his Hand ; but it is only in 
the Choice of the Eldeſt to play, or make 


him deal 

have 15, or but 9 Cards 
dealt him, which may happen when the Dealer 
does not think of what he is doing ; in this 
Caſe the Cards muſt be dealt again, and nci- 
ther have Power to hinder it. 

i. - that has a Carte-blanche, Point, Quints, 
in his Hand, and plays down a 
Card before he remembers to name it, loſes 
the Benefit thereof; and ſa he does of every 
Thing that is to be told in Hand, if he does 
not name them before he plays down. 

If one Party names his Point, and the other 


other Hand, when this happens, 
Dealer hall el bis Point, —— 
or late, tee cho they are not ſo good as the 


I... bs ec 
F 3 plays 
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5 the Leader's Cards, otherwiſe 

loſes the Right of reckoning them, as well 
as the other. 
He that has Tbrees, or Quatorzes of Aces, 
Kings, Queens, Knaves, or Tens, is not 
obliged to ſhew them. 

If one ſhould count a Three, or Quatorze, 
which he has not in his Hand, tho? he laid it 
out by Miſtake, or otherwiſe ; if the other 
finds it out at any Time before the Cards are 
cut for the next Deal, he cuts him off from 
3 and he is to count nothing 
that he got by that Deal. 
If the Eldeſt ſhould count 3 Aces when he 
laid out 1 of then, and the other 3 Kings, 
or any thing elſe; he ſhall count his 3 Kings, 
though he does not diſcover the other's falſe 
Reckoning till the End of the Deal. 

Obſerve, that tho he who reckons falſe, can 

count nothing by the Deal ; yet what he has 
in his Hand may hinder the other, and fave 
a Picque, or a Repicgue. 

As for Example, he who counts 3 Aces 
falſe, and has a Qruint- Major in his Hand; 
he cannot count for it, yet it cuts the 
other off from counting any inferior Din 
e, or Tierce. 

He that takes in a Card more than he lays 
out, incurs the ſame Penalty, and counts 


— * 
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that are left him, after he has once diſcarded, 
and taken in, he can diſcard no more, tho' he 
has not looked on the Cards he takes in. 
Nor is it allowed before diſcarding, to look 
to examine the Cards you are to take in, even 
on the Outſide, leſt they ſhould be known by 
their Backs. 
le that takes in firſt, ſhould always tell 
how many he leaves, if he does not take in all 
1 


He that takes in a Card too many, and 
perceives it before he looks on them, may 
turn it back again. 
Unleſs he mixes it with the reſt of his 
Game; in which Caſe he loſes the whole Pro- 
fir of that Deal, and reckons nothing as is 
obſerved before. 
If any one takes the Cards to deal when it 
is not his Turn, and ſhould deal them all out; 
and if the other has examined his Cards, pro- 
vided he that dealt by Miſtake has not looked 
on his Cards alſo ; he may throw them up to 
be dealt by the other. 

If the Perſon who is to fpeak firſt, ſhould 
ſhew a Point, or a Tierce, Quarte, or Quint, 
&c. or a Three, or Quatorze of any Thing, 
which the other two ſhould allow to be good” 
if, after this, be ſhould find he was miſtaken, 
and that he has a Better of that ſort than the 
2 . ot hh 
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Particular Rur xs for playing the Gaus. 
18 HIS Game is played by Stages; that 


1 is, when you are pretty much be. 
mw _ hind 


3 


; 
j 


are 
mils your Aim 


Hand, 
poling you go 


7 


theſe, 
or a 


15 


AA 
1 f 


rs 


11 


848 N! J 63,1 
115 re + 3288 
282% H 12 FEE 
72115 $857. 1 3854 
31920 121107 12 11 Uk 
81 1 1 ee he enratge Hs 
1411 1310 900 1 115 "Ly "11 


110 The Coon r Gamrs rz. 


you 
Game, ſuppoſe Eighty 2 it will be your 
beſt Way to let your WM gain Two 
Points for your one, i, chil 
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aint == yore Think to fink One of his 
Point, a Tierce, or Three 
Knaves, or Tens, with a View of the 
Cards; which however is to be done with 
great Caution and Forecaſt. i 
XIV. When the Cards are equally dealt to 
the Hand, he muſt not take in 
any Card, if by ſo Joing ke ſhould hazard his 
loling them, except he ſhould be pretty much 

behind in the Game, or has ſome great Ad- | 


vantage in View. 
XV. If by a deep Diſcard, the younger 
Hand has a Proſpect of leaving or winning 
as thus, ſuppoſe he ſhould hold 


the Cards; 
King, Queen, Nine, or the King, Knave, 
and Nine of a Suit ; he may, in this Caſe, 
SE aber of thok: Suits, with 2n Allhing 
that he will not be attack'd in them, and the 
Odds againſt him, that he does not take 
in the Ace of cith:r of thoſe Suits, being 
vey gas 4 
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Eleven Points, beſides his Three Aces, 


get 


847 


TH 
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Cards, which will very make a Dif- 
ference of Twenty-two Points. But if he 
ſhould throw out ſome of his great Cards, 
with an Expectation of taking in the Acc of 
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Ace of Clubs. And farther, by diſcarding in 
this Manner, you ſtand a good Chance to win 


the 
VI. Suppoſe another Caſe ; namely, That 
you hold the Queen, Ten, Nine, Eight, and 
Seven of Clubs, the King, Queen, and Knave 
of Hearts, the Ace and Nine of and 
the Knave and Ten of Diamonds; 9. Which 


of them is it beſt to diſcard? A. The Five 
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vin the Cards; for ſhould you take in the Ace 
of Diamonds, you A 
ae in the King 
of Clubs. 
X. You are elder Hand, and have got 
the Ace, Knave, Seven, Eight, and Ten of 
ants, eadithe Ace, Gitin, Kee, $o 
ven, Eight, and Ten of Clubs; you deſire 
to know which Suit you muſt retain? I an- 
fees, you are to retain the Five Diamonds; 
becauſe the Chance of in the King of 
Diamonds and the King of Clubs is equal, 
and equal in Power to win the Cards; belides 


which, you have a Chance of taking 


in the 
Nine of Diamonds, which will make you Fif- 
teen Points, which any one certain Card in 
CO TERS 


XI. You are younger Hand, and have four 
Aces and Two Kings dealt you, with which 
you would capot the elder Hand : But how ? 
Why thus: You muſt diſcard 


ſuch as the Queen, Ten, and Eto aan, 


and if it ſhould happen 
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loſe 
you 
out 
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XIV. Lou are elder Hand, and want Eight 
Points of the Game, and the Twen- 
ty- three; you have Ace, King, and Ten of 
Diamonds; Ace, King, and Queen of Clubs; 
Knave, Nine, and Seven of Spades; Ace, 
King, and Ten of Diamonds; what Cards 
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lays down a Guinea more, and goes out, and 


You muſt obſerve, —— + —__ 
till one Perſon gets two Games ſucceſſively. 
Every Perſon that loſes a Game, lays down 

a Guinea to the Pool. 

When any Perſon is lurched at this Play, 
he lays down one Guinea to the Pool, and pays 
another to him who lurched him. 

This is all that can be ſaid upon Piguet; 
the Directions are I to inſtruct 
A Perſon in the Game. As to the Art of 
ying well, in order to win, which conſiſts 
cc i paying the Cards, I think i ano 

be demonſtrated any way by Direction. It 
is a Science which muſt be acquired by Prac- 
tice, or by obſerving Thoſe who are very ex- 
pert in it. 
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The Royal Game of CHESS. 
4 Defeription of the Ganz. 


HE Game is performed by Two lit- 
up, in Order of 


II. The Offers (cluding the King conſiſt 
Ferſons, who are fized ac- 


VII. The two Knights are next to them, who 
6— generally in * 


Sa. © E 


4 # The Royal Game of Caxzss. 123 
Action, and are very furious for ſome 
Time; but towards the 

ow 5 End they are not ſo 
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Men from advancing or retreating, as there is 

V. If your Game ſhould be too much 
crouded, the Way to free it, is to make Ex- 


or Pawns, and to caſtle your 
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as that when you play 
you may ſhew a Check upon your Adverſary's 
King, 2d by ut ihdinw e. 
Piece, or gain ſome other Advantage. 

XVII. A good Piece is not to guard One 

of an inferior Value, if you can do it with a 
Pawn ; becauſe by ſo doing you will in a man- 
ner put the better Piece out of Play; neither 
ſhould you, for the ſame Reaſon, guard a 
Pawn with a Piece, if you con te ie wth = 
Pawan. 
XIX. By paſting a Pawan well 
you will often get a Piece from your Adver- 
ſary. And if your End in playing is only to 
win the Game, you muſt, upon gaining any 
Advantage, as by taking a Pawn, or 
wiſe, make as frequent ads of your 
Pieces as you can, only be careful not to loſe 
your Move. 

XX. When you and your Adverſary have 
each of you three Pawns upon the Board, and 
no Piece, One of your Pawns being on one 
Side of the Board, and Two on the other, 
and oppoſite to your two Pawns are your Ad- 
verſary's Three, advance with your King to 
take his Pawns, and if he marches his King to 


hr Proct.end ceth Graded then. 
Such is the Advantage of a paſſed Pawn. 
XXI. If you are got fo near the End of 


your 
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k Three 
Site! of the 
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force him at laſt to take your Queen, which, 
by beirhy in a Stale-mate, wins the Game. 
a Picce that may be taken with a Pawn puſh d 
upon it, leſt you ſhould get for it no more 


W Buren ah{ Olantivarion 
„ boo og 
[IL ] Hether the open or cloſe Game be 


your Play, let this be a conſtant Rule, 
that before you begin to attack, bring all your 
Pieces into Play ; which if you negleR, and 
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to; Advantage elſewhere, and take that at 
XIII. Be not too haſty in taking your Ad- 
s Pawa with your King, for it fre- 
happens that he is a good Protection 
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a Card is led, one of the Ad- 


5. If, when 


out of Turn, his Partner 
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merly it was uſual to deal 4 Cards to- 
: but it is demonſtrable there is 

in that Method ; but now the Cards 

1 and 1 at a Time, as the ſe- 
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146 The Ciry GamzsTen. 
ning the Game, don't be afraid of riſquing a 

Trick or Two, becauſe the Advantage your 
dverſary has by a new Deal, is more 
equi to the Point or Two, which you 


| may 
don't wait to fineſs the Nine, but trump a- 
bout a fecond Time. 

XIII. If you have ſcor'd up 4, 
chen play for an odd Trick, by which 


* 


you the 
Reverſe; and likewiſe at 5, 6, or 7; becauſe 
in theſe Caſes you aim at getting more than 1 
Point. 
N. B. By playing the Reverſe is meant the 


n 149 
the ſecond Round ; or you may wait to fineſs 
the Nine. 

XXIV. Ten, Knave, and Four ſmall 
Trumps in Hand, lead with a ſmall One. 
See No XXII. | 

XXV. If you bold Eight, Ten, and Kasse, 
and Three ſmall Trumps more, lead with the 
Knave, which may hinder the Nine from 
making a Trick ; ad ave te great Proba- 
bility, that the three Honours will be forced 
out in two Rounds. 

XXVI. King, and Ace, with Three 
ſmall Trumps in Hand, lead with a ſmall 
One. See the Reaſon, No XXII. 

XXVII. Six Trumps of inferior Degree be- 
ing in Hand, play the loweſt firſt, unleſs you 


ant 
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King, Knave, and Ace, with Two 
45 King, which aſ- 
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Trumps in Hand, play .a. ſmall One. See 
Reaſons, No A. 
XXX. King, Queen, Ten, and Two ſmall 
Trumps in Hand, play the Ten. See the 
Reaſons, No XXVIII. 
XXXI. Queen, Knave, and Three ſmall 
Trumps in Hand, play a ſmall one. See 
Ne XXIE 
XXXII. Nine, Knave, and Queen, with 
Two ſmall Trumps, play the Queen. See 


Ne XXIII. 

XXXIII. Ten, and Knave, and 
Two ſmall Trumps in Hand, play your 
Knave, becauſe it's great Odds that in two 
Rounds of Trumps you bring out the Nine, 
or when Partner returns you. 
: Eels the Eigh Nw 

XXXIV. When you hold five Trumps of 
inſcrior Degree, your beſt Way is to play the 

it, unleſs you have Ten, Nine, 2 
Eight in then 
He peſt Sequents ; then indeed you play 

XXXV. Knave, King, and Ace, and One 
ſmall Trump in Hand, play che King. Ser 
Kea an, N XXVII. 
XXXVVI. Ace, King, and Two ſmall 


Trumps in Hand, play a ſmall One. See 


Reaſon, Ne XXII. 
XX XVII. King, Queen, and Two ſmall 
Trumps in Hand, play a ſmall One. Ser 


Reon, Nv XXIl. 
XXXVII. 


= = 5 $ 5 a 
XXXVIII. King, Queen, Ten, and One 
ſmall Trump in Hand, play the King, and 
when your Partner returns Trumps, you may 
fine ſs your Ten to catch the Knave. | 

XXXIX. Nine, Knave, and Queen, with 
One ſmall Trump in Hand, lead with the 
Queen, by which you may hinder the Ten 
from making a Trick. ES 

XL. Ten, Knave, and Two ſmall Trumps 
in Hand, play a ſmall One. See Rea/on, 
No XXII. 

XLII. Eight, Ten, Knave, and One ſmall 
Trump in Hand, lead with the Knave, that 
ſo you may prevent the Nine from making a 
Trick. | : 

XLII. Eight, Nine, Ten, and One ſmall 
Trump in Hand, play the Ten, which gives 
your Partner the Choice of paſſing it or not. 

XLUL Ten and Three {mall Trumps in 
Hand, play a ſmall One. 


Rol Es for playinz SrouenTs. 
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ren 
beſt Way to lead with the MR: for 
ting the Ace out of any Hand, you 
ooo for the veſt of che Mike 

III. Suppoling you hold Queen, Knave, 
Ten, and Two {mall Cards of any Suit, and 
CE ee tn a 92 
indeed you ought to the higheſt of your 
1 for if that Suit ſhould happen to 
de trump'd in the ſecond Round, you, by 
being ſtrong in Trumps, fetch out their 
Trumps, and muſt. the Remainder of 
that Suit. Obſerve the ſame Method of Play 
in Sequents of Knave, Ten, and Nine, and 
Tes fimall Cards of any Suit. 


your 
unleſs you can make Tricks from other Suits. 
V. If your Right-hand Adverſary leads a 
Suit of which you have none, trump it, tho 
you have but Two or Three ſmall Trumps 


in Trumps. 
you hold Sequents of King, 
| and One ſmall Card of 

. itl 1 7 
gard to your Trumps; the ſame Method 
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XI. If you have King, Queen, and Two or 


Three fmall 


Suit, you may lead 


in Trumps, it 


in any 


a ſmall One, if you are ſtrong 


that your Partner has an 


to Four 


that Suit ; 


being Five 


but ſhould he be weak 


King 
if 


and Two or Three ſmall Cards ; 


you have 


from a Suit of which 


Honour in 


| 


it, 


for 


| you are ſtrong in Trumps you may | 
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in which it's 


1 
N. B. See- ſam is when each Partner trumps: | 


a Suit, and they play thoſe Suits into 
each other's Hands. 


tf q 


this 

ſary 

and Chance to 
Hand; if he ſhould be and has 
likewiſe a forcing Card, to play to 
his Partner's Suit, in or out the 
laſt Trump, by his he brings 
in his winni thrown 
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have loſt ſome Tricks by this Way of play- 
An You bold Ace and Deuce of Trumps, 
and are ftrong in the other three Suits, you 
_—_—— 2 ER. 
Deuce of Trumps, you may put 
Ge Lacd int your Banners Biba, in order 
to get out 2 Trumps for 1 ; if the laſt Player 
ai chat Trick, and leads a Sit in which 
you have Ace, King, and 2 or 3 more, let it 
paſs, for it is an equal Bett, that in that Suit 
your Partner has a better Card than the third 
Hand ; and if he has, it will be in his Power 
to get out two Trumps to one; when it is 
your Lead, you muſt try to force out x of 
the 2. Trumps that are left, if 11 Trumps 
have been played out, and it's great Odds but 
your Partner has i of the 2 remaining Trumps. 
XVII. Ten Cards have been played out, 
and you have Reaſon to believe that three 
Trumps remain in the Hands of your Left- 
hand Adverſary, os. Twotet Trompend 
the beſt ; you have only two Trumps, and 
your Partner none; your Right- -hand Adver- 


XVII. Ten Cards have been played 
and you have a Suit in which are the King, 
Ten, and a ſmall Card, not yet led; 
reel 
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LE 


i in- 
Partner in your Game, and be the 
of winning ſeveral Tricks; this Rule 

may be practiſed in other Suits. 
XX. AB are Partners againſt CD; B has 
Knave, 


8 


winning 
Let him play the Nine; for it is only 


os trot. A Aa — a * 1 


5 8p 
1 1 


We 


ER 


_ 


Diamonds, two Spades, 
D holds the Ace, Queen, Ten, and Eight of 
Trumps, with nine Spades. — C has five 
Trumps and eight Hearts — leads a Trump, 
which D wins, D plays a Spade whica C his 
Partner trumps ; C leads a Trump, which D 
wins; D leads a Spade, which C trumps ; C 
r p. which D wins; and as D 

the beſt Trump, he plays it; D then 
plays his ſeven and wins them all ; 


gps 
Diazcrions in ne, 
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 carice: How ate you to play the Game? JF. 
Play the Ace of your beſt Suit, which informs 


chere; next play your Ten of Trumps, for 
it is g to 2 that your Partner has King, Queen, 
or Knave of Trumps ; now, tho? it be 5 to 


ſuppoſe 


the ſame Manner, as directed by the forego- 
ing Article; but always obſcrve your Partner's 
Ability, which an accurate Player can turn to 
good Account. 


III. You have the Ace and Four ſmall 


Trumps, with a good Suit; your Right- 
— 14 we the Kare ot Trot, 
which it will be to your Advantage to pals, 
tho? he ſhould have the King, Queen, and 
Knave, and One more of the ſame 


to 2 
that he has not two Honours, yt if he thould 
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Trick, but as you are weak in Trumps, you 
are afraid to force him; you hold King, 
Knave, and One ſmall Diamond, and your 
Partner has Queen and Five more of the ſame 
Sart, by playing the King in your firſt Lead, 
and your Knave in the you and your 
Partner may win five Tricks in that Suit. 
Now, had you led a ſmall Diamond, and 
your Partner's Queen been won by the Ace, 
the King and Knave ſtill in your Hand, would 
hinder the Run of his Suit: And tho? he ſhould 
hold the long Trump, yet that having been 
forced out of his Hand, by leading a ſmall 
you loſe three Tricks in that Deal. 
II. You hold Queen, Ten, and One ſmal} 
Card in your Partner's ſtrong Suit, which 


it being and 
it being your 
and after that has the 
long makes 
Sour Tricks in had you 
play'd his Knave 
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B 
on 
[is 


long 

left in Succeſs of that 

Suit, and loſe three Tricks in that 

Deal. | 
III. In you 
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| Ten, and you hold King, Knave, 
Nine, and Two ſmall Trumps, and in your 


HI. In your Partner's Lead, you are 
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V. In chree Suits you are ſure of one Trick 
in each; 


you have four Leads, your Adverſaries 
will make but five Tricks out of nine 
Trumps. This ſhews the Advantage of getting 
from your Adverſaries two Trumps for One. 
Yet this Rule is not always to be obſerved; 
for if you perceive that your ies by 


Trumps left | 


perceive by the Courſe of the 


the laſt Player; and if your Partner 
the Ace in the firt mentioned Suit, 


that there are four or five 
Tricks and Cheats at Wutsr. 
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Bridę e, or the Midlle- Bend: It is done by 
ing your own or s Tricks two 
different Ways, which will cauſe an a 
ing or Arch, in the Middle, which is of the 
lame Uſe and Service as the other two Ways, 
and only practiſed in its Turn to amuſe. you. 
A „5 
the Cards, you or your Adverſary, 
cauſe that is a main Point, and from whence 


3- 4 bad Card, 4. A good Card. 


2122777371 
1 
15 
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11 e 


and Difficuky, is 
either A or B 


N 


W 


would believe were ſplitting t 
at the ſame Time they will not di 
ſingle Card from its Order. 

No to cut the Cards, a Bend is prepared 
for yqu to, cut to, the Middle is beſt ; and it 


down in a convenient Place to ſmoke 
Pipe, and fo look on, pretending to amuſe 
. Now the dif] of his 
ingers on the Pipe, whilſt ſmoking, diſco- 
vers the principal Cards that ire in the Per- 
ſon's Hand he overlooks ; which was always 
eſteemed a ſufficient Advantage to win a 
Game by another Way, viz Indeed, ſigni- 


; 
7 
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6 a-piece, 


fuſe to give 1, then he deals 3 a- piece 
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AL L-FOURS. 
HIS Game ey ck planad 3 
DAT n played in 


Original ; and tho” it be but x vulgar Game, 


great Sums have been loft at it. 

It has its Denomination from 4 Cards 
called the Higbeft, Loweſt, i and Gans 
which is the Set as ſome play it; but you 
nne 
but commonly 11 is up. 

But two Perſons play at a Time; and they 
muſt cut for Dealing ; the higheſt Card deals; 
who delivers to his Adverſary 3 Cards twice, 
and to himſelf 3 in like Manner; and having 
he turns up a Card which i 
Trump z if Zack (which is any Knave) it is 
1 to the Dealer. 
If he, to whom the Cards were dealt, after 
them over, like them not, he hath 
the Liberty of begging 1: If the Dealer re- 
more; 
but if he then turns up a Card of the ſame 
Suit, he deals on, till he tures up a Card of 
another Suit. 

Here note, that an Ace is 4, a King is 
3+ 4 Quoen is 2, a Knave b 2. 
is 10. 
ne. not any 

K 2 Method 


o RIB BI DOE. 97 


6 


many 11 


63.» double 


3» 8 3 


»:.7 
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A Pair is 2, _ GT 


Royal 12 Sequences of 
| R 3 


xe Cards is 
whether 
and B, Ce. 


1 pe 
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5, King and 5, 7 
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118 
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upon the Cards is 2, 
and 
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guences of 4, is 4 Sequences of 5, is 5, Oc. 


and ſo a Fluſh of 3, is 3; a Fh of 4, is 4, 
Sc. Knave-Noddy, is one in H 2 to 


the Dealer; that is, if you have a Kneve of 
Noddy, A Pair of Aces, Kings, Dneens, 
Knaves, Tens, ec. is a 2, Three Aces, Kings, 
Oneens, &c. is a Pair- Royal; 2 double Pair - 


Royal is 4 Aces, 4 Kings, 4 Queens, &c. and 
is 12 Games to him who hath them. 
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Lag. you look upon your Crib, that is, 


In playing keep up your Cards very cloſe; 
far Ge Tut Lilhavery of any ans of Than, is 
a great Advantage 
This Game confiſts very much in daring ; 
for a mettled Gameſter will Put boldly upon 
very bad Cards ſometimes, as upon a 5, 7, 
and a 9 ; the other there are good 
Cards in his Adverſary's Hand, having very 
indifferent ones in his own, dares not ſee 
him; and ſo by going to Stock, loſeth 1. 
He who once hath the Confidence to Put on 
bad Cards, cannot recal his Putting, by 
which Means he frequently pays for his 
Bravado. 

The beſt Put-Cards are, firſt, the Tray, 
next the Duce, then the Ace ; the reſt follow 
in Preheminence, as King, Queen, Knave, 
Ten, and fo onwards, to the Four, which is 
the meaneſt Card at Put. 

The Cheats at Put are done after this 
Manner: | 

For Cutting, to a 22 fe 9 god 
Card, they uſe the Bent, the Slick, and the 
Ks S#ivriq- 


All the Chalks for the Game being rubbed 
out, tell your own Scores, and for ſo many 
Scores or Tricks which you have won, ſo 
much as they were valued at in the Game, fo 
much you muſt take from the Stock: Thus 
mult every one do according to the Number 
of Tricks he hath won. 

Obſerve, That he who hath 5 Cards of a 
Suit in his Hands, ATA then 
playing, be they ever ſo many, and ſweeps 
the Board if there be two Lues, he who is 
_ eldeſt Hand hath the Advantage. 

As there is Fraud in all Games, ſo in this; 
for Example, If one of the Gameſters have 
4 of a Suit, and he wants a fifch, he may for 
that fifth make an Exchange out of his own 
Pocket, if he be ſkilled in the cleanly Art 


of LORIE 3 if thor fall ſome make uſe 
of a Friend, who never fails to do him that 
ki Office. There are other Frauds to be 


in med, which we ſhall omit; ſince it is 
„ 2 | 
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not our Buſineſs to teach you how to Cheat, 
„ a 


Du Ac 


T this Game, the whole Pack is dealt 
round the Fable to all who are defi- 
rous to ſhare in the Gain and Diverſion. As 
ng ppp rg 


ppl fe 3 a- piece to each of the 
ameſters at one Time, turning up the laſt 
Card all round, belonging to every one 


Rh Combier is wo put down 3 Stakes, 
one for each Card, as much, or as little as 
the Humours of the Company will conſent 
to; whether 3 Guineas, 3 Crowns, 3 Shil- 
lings, 3 Six-pences, or what other dtakes, ac- 
2 and Purpoſes, is 

: And this being done; 


thro? all the Cards of the Pla yers, wins the 
ficlt Stake; r 
to have ir dealt him, is to demand it from the 
reit; who pay it accordingly, unleſs the Ace 
of Diamonds be turned up ſt chem; 

which if ſhewn, by a 


2131 15 


F 5352 


a Pair 


1715 
115 


Air to their Actions, as will f 


an unſkilful Antagoniſt, that ſometimes 


WH: 
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a Pair of Fives, Trays, or Duces, in ſuch a 
Hand, with the Advantage of his compoſed 
Countenance, and ſubtle Manner of over- 
awing the other, ſhall our brag a much greater 
Pair-Royal, and win the Stakes with great 
Applauſe and Laughter on his Side from the 
whole Company. 

The Knave of Clubs is here, as principal a 
err 
any other Card in Hand, or with any other 
two Cards a Pair-Royal, and is often in this 
Game very neceſſary, to advance the Creda 
of the Brag, to him who has the Aſſurance of 
impoſing upon the Company; and by ſuch 
convenient Confidence, the Advantage of 
the ſecond Stake. 

The third Stake is won by the Perſon who 
beſt weten up the Cards in 1s Hand 31, each 
Knave, &c. go! for 
wing from the Pack, as is uſual 
in that Game: Or, inſtead, of the 31, if his 
Fortune will not oblige him, the neareſt ro 
it may win, he having the Privilege to draw, 
or not to draw, as he les, according as he 
finds it convenient, by the Cards chat are in 
his Hand ; for if he draws cut, he loſes his 
third Stake. 

Some very nice Players at this Game 
make the Nine of Diamonds a ſecond Favourite 
Card, with the Kzave of Clubs, to. make a 
eee „ 


It] 


E 


ameſters wave this Particular, 
and out of a decent Regard to their Pockets, 


content themſelves with the Satisfaction of the 


The Deal is to go round from Perſon to 
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our Modern G 
Company. 


1}; 


Sign or Token 
Oppoſer any Knowledge of the 
he has in his Hand ; becauſe it 


Some 


| 3 playing 
at this Game, when one of the Gameſters, 
who ſeemed to be very ſkilful at the Game in 


ng Manner of Beha- 
viour, had induced his Competitor to believe 
that he reſolved to ext brag him upon very 
low and inſignificant Cards ; but it was the 
Gentleman's 
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— one of the Gameſters, having 


in his Hand, bids high for the 


FW 


1 


1475 IHR 


Wält 


I will ſre it, 


ſo that it ſometimes 


one; I will ſce it, and revie, 
2 8 to the Winner, and 


other having 4 Aces, is re- 


big ber, 
16 or more; then 


and the 
Aa 


las 


15 


HH: 
171 
1 
4 


Tiddy, King, * 1 nor " Gleek, 
you laſe becauſe you count as many Cards as 
you had in Tricks, which mutt be few, by 
Reaſon of the Badneſs of your Hand ; if 
you have Til, Tom, King, Queen of Trumps 
in your Hand, you have go by Honewrs, that 
is 8 above your own Cards, beſides the Cards 
you win by them in Play. If you have Ten 
only, which is 9, and the King of Trumps, 
which is 3, then you reckan from 12, 43, 
14, 15, till you come to 22, and then every 
Card wins fo many Halt-pence, Pence, Ce. 
as you played for ; if you are under 22, you . 
loſe as many. 

N 


4 < * 4 

| 5 a 4 - 
> þ - 

| 
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to call for a Gleek of Kings, Aces, Queens, or 
Kneves, when the Perſon hath but 2 in Hand. 
If you diſcard wrong, i. e. lay out but 5 or 6 
Cards, if you call for any Gleek or Murnival, 
you loſe them all, if it be found out that you 
diſcard. Let this ſuffice for this noble and 


FIVY E-CARDS. 215 
ſignifies nothing, to win 3 or 4 d 
but to win 5 is the winning of 5. 
—— play at For/at, (which i, the Ri- 
Sour of the Play,) be who deals wrong loſeth 
1 Deal. You are bound to follow 


the highe t Trump played if they can. Here 
note, he who playeth before his Turn, loſeth ' 
1, unleſs it be the laſt Card of all. 


FIVE-CARDS. 


NES d e en Grits and heh 
played in that Kingdom for conſider- 
able Sums of Money. There is little Ana- 
logy between this and All. Fours. 
But 2 Perſons can play at it, and there are 
dealt 5 Cards a- pi The leaſt of the Black, 
and he wa the Red wins. The Ace of 
Diamonds is the wort of the whole Pack, un- 
leſs it prove to be Trump. 
The 5 Fingers (alias 5 of Trumps) a 


1 wal 


2 co = a RS. 


+ y Toll 


S 388 


4 


fa 


Ae! 


15 


73 80233425 
J!. EET 
72853 175 
. Wah 5 AH: PIER 
| 2 — E g.. 5 
5 14 5117 
5 5 FEA: 
80 8155 
8 177571217 2 1 EMH: 
alt: 1155 1111515 32 52 


2 2 5 1152811. 


TH 


1432 


by» 


BONNE-AC s 


FI 


. 
11 


1 


15 8 
77221 


3 


8 


LE 


j 


hl 
jy: 
+: 
1 21 


220 The Ciry GamtsTEs. 


215 5 I 21125 E 


2 by, 


— an RE AS O 


1 114775 


Bj 11 5 111 


not think of any Number, but what ſhall be 
his Game ; I fay, ſuch a Man is fitteſt to play 
at this Game called Wir and RR ASO. 


The ART of MEMORY. 


1 is rather a Sport, than a Game. 
Money may be won at it, but it is moſt 
2 It 

as is 
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turn up 
of Diamonds he cannot loſe: To his Adver- 
ſary he delivers out 9, and but 3 to himſelf, 
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freſh Trump, till all the 5 be played. Now 
if it ſo happen, that what is turned up proves 
an Ace, or Coat-Card, it is a great Advantage 
to him who won the laſt Trick ; for if it be 
an Ace turned up, then he reckons 5, if a 
King 4, if a een 2, as aforeſaid. 

After all the 7 Cards are played, (which at 
firſt are dealt 1 by 1,) he who won the laſt 
Trick turns up a Card, and if it proves Ace, 
King, Queen, or Knave, he reckons for it ac- 
dordingly as aforeſaid. 


unlefs Diamonds are Trumps : If it be Trump, 

it is the higheſt Card, and wins all others; 

if it be not Trump, it wins all Diamonds. 
„ having played out all the 14 Cards 
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if you have neither Ace 
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POST ad PAIR. 
OST and Pan is a Game very much 
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If the Gameſters keep in till all have done, 
and by Confent ſhew their Cards, the beſt 
Cards carry the Game. Now, according to 
Agreement, thoſe who keep in till laſt, may 
divide the Stakes, or ſhew the beſt Card for 


it. 
Obſerve, where the Cards fall in ſeveral 
Hands of the ſame Sort, as a Pair, or Pair- 
Royal, and ſo forth, the Eldeſt Hand carries 
a | | 


BANKAFALET. 
A Fazncu GAME. 


The LOTTERY. 2257 
Backfide, you may then make your Ad- 
vantage. 


La Bete, that is, The B RAS r. 


French Game alſo, and played after this 
Manner. . 
SS. and fo forwards. make 
Heaps, the King, the Play, and the Tyiolet. 

To every one is dealt 5 Cards (3, 4, 5, 
Perſons, or more, may play at it}. Before 
the Cards are dealt, every one ſtakes to the 
three Heaps. He who wins moſt Tricks, 
takes up the Heap that is called the Play: 
He who wins the Ning, takes up the Heap ſo 
called ; and he who hath g of any Sort, that 
is, g Fours, 3 Fives, 3 Sixes, &c. takes un 
the Triolet. 


The LOTTERY. 


WO Packs of Cards are laid on the 
Table, and a Bowl ſet in the Midd!. 
Tien three Cards are taken Ayo 
of one of the Packs, and put into the Bow 

with their Faces downwards, fo as no Bo- 

may ſee them; theſe are called Prize- Ticker 
as thus : The undermoſt is the higheſt Priz 
ſuppoſe 12 5. 6 d. the next is 9 5. 
and the Card is 63. 6 d. * 
the Dealer gives to each Perſon in the Co 
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farther 
ſome 


upon the ſame; taken 
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» which are called Tickets, and for 
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many Cards out of the other Pack as 
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own Throws in both Tables, as before - men- 
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chen Inſtructions, 
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88 you, that you do not Gammon 
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Barr Point, and if he ſhould not hit it, you 
will be in a fair Way to gain a forward in- 
ſtead of a back Game; and if there be a great 
Number of Men taken up, ſo much the better, 
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CavT1ONS to be obſerved in playing. 


N playing for a Gammon, you are ſome- 
A times to make voluntary Blots, which it is 
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In your own Tables ; for, not having them 
in Play, you do, in a manner, loſe them. And 


further, by having your Game crowded, in 
dikely 


antage. 
If, in oder to-win ak, you Cad i neceſ- 
ſary, to make a Run, and want to know ex- 


Quatre, Tray, Deuce, — 
many Men as the Number of 
Nike the fc eee your A 
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Particular Dix ions for bearing the 
Men. 4 


IE N your Adverſary is got a great 


Points, Erg 
or higheſt Point; thus, by 


Fives or two Fours, your Size 


Time to {1 Men, that 
— have the 4412 of filling 2 
your own Tables, or of being in the 
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better than his, be ſure to take up his Man, 
if you have an ity, becauſe it is great 
Odds that he does not hit you; for which 
Reaſon you ought never to refuſe running that 
Hazard, fince you have already taken up two 
of his Men. However, if your View is to 
"is 2 fake bile cody, and by ating hit 
Throw differently, a better Chance is offered 
to gain the Hit, then forbear taking up Mat 
Man. 

' Don't be afraid to take up any of your Ad- 
's Men from an A that he 


Vill hit you with double Dice; for tis a Bett 


of Five to One againſt him, that ſuch a 
Chance will 
Suppoſe you have five Points in your Tables, 
and that you have taken up a Man of your 
Adverſary's, and cannot avoid a Blot in your 
Tables, leave it, if poſſible, upon Doublets; 
for in this Caſe, the Odds apainſt his hitting 
you is very great, but any other Chance is 
much leſs againſt him. 

If your Game er 
Adverſary's Men in your Tables, is a 
Fir than if dere were more; for by three or 
more of his Men being in your Tables, he 
has more Chances to hit you, than if only two 
of his Men were in them. 
bar +» tg of Log ag 
Tables, or for any other Reaſon, you 
obliged to leave a Blox, 2 

Can, 
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can, upon that Point which will damage him 


the moſt. Suppoſe, for Inſtance, it is for 
his Advantage to hit you or take you up im- 
mediately on your. Entrance, you are then to 
leave a Blot upon his loweſt, or Deuce Point, 
rather than upon his Tray Point, and upon 
his Tray rather than upon his Quatre, and 
upon his Quatre rather than upon his Cinque 
Point; becauſe all the Men which your Ad- 
verſary heaps upon the Tray and Deuce Points, 
are, as it were, ene it not being 
in their Power to make his Cinque Point, and 
ſo will crowd his Game there, and lay it open 
in another Place, which will give you a great 
Advantage againſt him. 

If upon running to ſave your Game, you 
would prevent your Adverſary from bearing 


his Men to the beſt Advantage, you mult 


obſerve this Method. We will ſuppoſe, that 
upon his Ace Point you have two Men, and 

ſeveral others abroad, tho“ in putting your 

Mea into your Tables, you ſhould loſe a Point 
or two, yet you will find it turn to a good 
Account to leave a Man upon your Adver- 
ſary's Ace Point; namely, that it will hinder 
him from bearing his Men to that Advantage 
he might otherwiſe have done, and may per- 
haps oblige him to make a Blot, which you 
may happen to hit. But if upon a View of 
your Game, you ſee you have a Throw, or 
any Likelihood of ſaving your Gammon ; 
M 3 don't 
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don't trouble yourſelf about a Blot, becauſe 
it is great Odds chat he don't hit it. 


Tore Laws of Back-GamMmMmon. 


LIFNILL a Man is placed 1a Point 
and quitted, it cannot be ſaid it is 
play'd. 


II. A Man that is taken from any Point 
mult be play'd ; and fo it muſt be if > Men 
are taken from it. 

III. There is no Penalty if you play with 
15 Men only, nir 
vantage to play with a leſs Number than you 
are entitled to, ſince you have not the addi - 


y © 
any Number of Men, ſuch _ 
enter d N in you Adver 
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V. Of TICK-TACK. 


L L your Men muſt ſtand on the Ace- 
Point, and from thence play forward ; 
but have a Care of being too forward, or ſo, 
at leaſtwiſe, that Doublets reach you not. 
Secure your Sice and Cinque-Point, what- 
ever you do, and break them not, unleſs it 
be when you have the Advantage of going 
in; which is the greateſt Advantage you can 
have, next to a Hit: For your Adverſary's | 
11th Point ſtanding open, you have, it may 
be, the Opportunity of going in with two of 
your Men, and then you win a double Game. 
NN ts, when 08; ths 
ſuch a Caſt, that ſome one of your Men will 
reach your Adverſary's unbound, but ſome- 
times, tho? it hits it, will not paſs, by Rea- 
ſon of a Stop in the Way; and then it is no- 
ing. Sometimes it is going over 
into your Adverlary's Tables; but ir is beſt 
for an After Game. 
| Playing cloſe at Home is the ſecureſt Way ; 
at length is both raſh and and unſafe , 
and be careful of your Men when 
you lie in Danger of the Enemy. Moreover, 
if you ſee you are in Danger of a double 
Game, give your Advertary 1; if you can, 
it is better ſo than loſing 2. 
| Here note, i you fill up all the Points of 
M 4 your 
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your ſecond Table with your own Men, you 
win 2; and that you may 
verſary from doing ſo (if you are in Danger 
thereof) if you can, make a vacant Point in 
his Tables, and it is impoſſible for him to do it. 
This is the plain Game of Tick-Tack, which 
is Called fo from Touch and Take; for if you 
touch a Man you muſt play him, tho? to your 
Lofs; and if you hit your Adverſary, and 
neglect the Advantage, you are taken with 
a Hy not, which is the Loſs of 1: Likewiſe 
if you are in, and your Caſt is ſuch that 
you may alſo go into your Adverſary's 1 ith 
Point, by 2 other Men, and you fee it not, 
either by Careleſſneſs or eager Proſecution of 
a Hit, which is apparent before your Eyes, 
vou loſe 2 irrecoverably. Beſides, it is a very 
great Overſight, as your Men may ſtand, not 
to take a Point when you do it. 
Now ſome play this Game with Tools, Bo- 
veries, and Flyers; Tects is when you fill 
up your Tables at Home, and then there is 
required ſmall Throws; for if you 
with a Sice, you have no Benefit of Toots. 
Boveries, is when you have a Man in the 
rith Point of your own Tables, and another 
in the ſame Point of your Adverſary's, directly 
anſwering. 1 
Flyers, is when you bring a Man round the 
Tables before your Adverſary hath got over 


8 


his f Table ; to the effecting of which there 


prevent your Ad- 


get over 


| WY Ss eto. ac. . n ad. 
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Of DOUBLETE'S. 
ts required very high throwing on your Side, 
and very low throwing on his. 


ANU 


Much more might be ſaid as to the Craft of 
the Play, which cannot be ſo well diſcovered, 
VI of DOUBLE TS. 


as from Obſervation in your own or others 
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Wooster 


IVE Perſons may play at Sice- Ace with 
6 Men a-piece, they one load another 
with Aces ; Sixes bear only, and Doublets 
drinks and throws again; ſo have I often 
ſeen ſome who, for the Lucre of a little Mo- 
ney, have reſolved rather to loſe themſelves 
than a Penny. It is commonly the 
laſt zwo, or the laſt ont, hall loſe, and the 
reſt ſhall go free. 


VI. CATCH-DOLT. 
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Gaus without the TABL Es. 
I. Of INN and INN. 

NN and INN is a Game formerly very 


very 
much uſed, and may be played by 9 
or three Perſons, each having a Box in his 


wins all ; 

the two 

either divide 

are to 1 

thrown no Dice; Ins 

is when you have thrown wo Doublets of 

any Sort, as fwo two 

Cinques, &c. Jan 

throw all = 

- . 4 

40 
ioo 


1 
8 2 


8 
** 
10 © 
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Gentleman hath been reduced to 5 5. and yet 
hath won the Battle at laft. 


aper-Box will not be amiſs ; 
that as the Dice are thrown in, may ſtick by 


- 
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Firn 


s 133427175111 
1 115 t 
2 2 HT 
* 5: is EM 
3 8 1 4 
5 
S O 
e = 2 = «8.6 3 8 = 


111 


i 1 415 5 


254 The Ciry GaESsT ER. 

9, nor under 5: So that 5, 6, 7, 8, and 
9, are all the Mains which are flung at Ha- 
zard ; Chances and Nicks, are from 4 to 10: 
Thus 4 is a Chance to q, 5 to 8, 6 to 7, 7 
to 6, 8 to 5, and 9 and 10 a Chance to 5, 


and 10, are Chances to any Main, if any of 
theſe nick it not: Now, Nicks are either 
when the Chance is the ſame with the Main, 
as 5 and 5, 6 and 6, 7 and 7, and ſo on; 
or, 6 and 12, 7 and 11, 8 and 12; where 
note, that 12 is out to 9, 7, and 5; and 11 
is bat to q, 8, 6, and 5: Ames-Ace, and 


31 


it will not be amiſs, to gi 
for your better Information 
the Cafter throws 5 
and ſo hath 

own Chance, 

but if he 

muſt pay 


Hi; 
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it, 
So much for Games without the Tables. 


Of 
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IV. ff BILLIARDS. 


HIS polite Amuſement is tranſplanted 

from {zaly ; and for the Excellency of 
the Recreation is much approved of, and 
played by moſt Nations in Europe, eſpecially 
in England, there being few Towns of Note, 
which have not a publick Billiard-Table. But 
there are very few Billiard-Tables which are 
found true; and therefore ſuch as are exactly 
levelled, are highly valued . 
for at a falſe Table, it is im 
to ſhew the of hi Arad Sl, 
whereby many times, by knowing 
the Windings and Trick of the Table, have 
ſhamefully beat a very good Gameſter, who at 
a true Table would have given him Odds. 
There is to the Table an Ivory 
Port, which ſtands at one End ; and an Ivory 
King at the other, iwo ſmall Ivory Balls and 
to Sticks (called Maſts). if your til 068 
not compleatly round, you can never 
good Proof in your Play. The Maſts are 
made of Brazil, , or ſome other 
weighty Wood, which at the broad End are 
tipped with Ivory; if the Heads happen to 
* a 

that Defect is eaſily perceived by 

low Desing of your Stroke, and faint run- 


of your Ball. 
ning of your The 
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The Game is 5 by Day-light (or 7, if 
Odds be given) an 3 by Candle-light, or 
ins to Odds, in Houſes that 
— a Livelihood thereof: But in Gentle- 
mens Houſes there is no ſuch Reſtriction; for 
the Game may juſtly admit of as many as the 
Gameſters pleaſe to make. 
For the Lead, you are to ſtand on the one 
Side of the Table, oppoſite to the King, with 
your Ball laid near the Cuſhion, and your Ad- 
verlary on the other in like Poſture ; and he 
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85 
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2 
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Jy 


2 
Z 
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: 


muſt be noted in paſſing 
verſary's Ball, or Corner of the Port. 
Some I have obſerved ſo ſkilful at this Game, 


you ſtrike, or let your 
it, if you do, it is a Loſs; 
the Aſhes of your Pipe 
Cloth is burnt, it is a Forfeiture ; but that 


E of 
2; 


1 
: 


f 


F 


he Paſs, or many Times when 
He lies bets Line, 
End of the Table, you 
If 
a cloſe, you 
End Maſt, or the Flat of the big 
End, raiſing up one End over your Shoulder, 
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ORDERS to be obſerved by ſuch as Play 


11 


262 
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9. If Four Perſons play, Two againſt Two, 
he that mies his Stroke, loſes 1, to that 
Side he is of. Wo 

10. He that after both Balls played, re- 
moves the Port without Conſent, or ſtrikes 
his Ball twice together, or that his Adverſa- 
plays his Adverſary's Ball, loſes 1. 

that ſets not one Foot 


I5. 

the Standers-by, upon aſking judgment. 
Whoever breaks the King, forfeits 1 5s. for 
the Port 105. and each Stick 5 5. 


The 
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The ORDERS of a BILLIARD 
TABLE, very Ancient. 


THE be leading Ball the upper End mayn't 


Pye, it loſes one by it : 
2. The Follower with the King lie even 
Fe does pals, or hit the be- Bal; 
Or elſe loſe One : The like, if either lay 
Their Arm or Hand on Board when they do 


play. . 
3. That Man wins one who with the other's Ball 
So ftrikes the King, that be doth make bim fall. 
4. If ffriking at a Hazard both run in, 
The Ball firuck at thereby an End ſhall win. 
5. He loſes one that down the Port does fling ; 
The like does he that joftles down the King. 
6. He that in Play the adverſe Ball ſoall touch 
With „ or Cloaths, forfeits juſt 
as much. 


7. And be that twice bas paſs d ſhall touch the | 
paſs d at all hall two Ends win. 


_ Theotbernat 
8. If both the Balls over the Table fy, 
The Striker of them loſes one thereby. 
And if but one upon the Board attend, 
The Strikers fill the Loſer of the End. 
9. One Foot upon the Ground muſt fill be ſet, 
Or one End's loft, if you do „ 
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rd art roalagedy 4 Ball re be 

Harl truct between, an End for bim is free. 
Io. If any Stander-by fball chance to Bet, 

And will inftruf, be then muſt pay the Set. 

11. The Port or King being ſet, who moves the 


With Hand or Stick: A End or 
Game. 


He that Fs" 
1 5 the 2 being poſe, or fri 


Into the Haxard, is ollew'd another. 
13. 22 Stander-by ſball ſtop a Ball, 
11 
14. If any Pals be ftricten back ag 
. His Pals . 
25 He that breaks any Thing with Violence, 
King, Port, or Stick, i ao 
ence. 
16. F any not the Game doth fully know, 
aſk another whether it be ſo. 
| Remember alſo when the Game you win, 
To ſet it up for fear of wrangling. 
1 7. He that doth make bis Ball the King light bit, 
And holes the other, ſcores two Ends for it. 


V. Of French BILLIARDS. 


O called from their Manner of 
the Game, Et 
Nah: Port and King 9 


* 
N The 
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The Balls ufed at Billiards, as played-aftcr 


the French Manner, are much than 
thoſe above-mentioned ; and the Rules of the 
Game are as follow,” = - © 


ORDERS tobe obſervedar the French 
BILLIARD-TABLE. 


1. Nox the Lead, put che Ball at one 
"End, and play to be neareſt the Cuiſhion 
next to 


II. The neareſt to the Cuſhion ſhall lead, 
and chuſe which Ball be pleaſes. 
III. If the Leader holes himſelf at the firſt 


8 he loſes the Lead. 


He -who follows the Leader, muſt 
ſtand within the Corner of the Table. 

0 He who plays upen the running Ball 
loſeth 1. 
OPINION > 


VII. He who toucheth both Balls loſerh 1. 
VII. He who holes both Balls, loſeth 2. 
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Table, and docs not hit his Adverſary's Ball, 
| XIV. r 
verſary's Stick when Ying, 1. 
XV. He who os another's Ball without 
Leave, loſeth 1. 

XVI. He who takes up his Ball without 
Permiſſion, loſeth 1. 

XVII. He who ſtops the Ball, when run- 
ning, loſeth 1; and if near the Hole, he 
loſeth 2. 

XVIII. He who blows upon the Ball, 
when running, lofeth 1; and if near the 
Hole, he loſeth 2. 

XIX. He who ſhakes the Table when the 
Ball is running loſeth 1. 

XX. He who ſtrikes the Table with the 
Stick, or plays before his Turn, loſeth «. 

XXI. He who throws the Stick upon the 
Tablc, and hits the Ball, loſeth 1. 

Ball ftands upon the Edge 
after falls in, it is Nothing, 
where it was before. 

. If any Perſon, not being 
> Gameſters, ſtops a Ball, the Ball muſt 
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XXVII. If any Perſon breaks a £tick, or 
the Mace, n 
XXVII. any Difference ariſe about 
falſe Play, the Marker of the Game muſt 
decide it. 


XXIX. Thoſe Perſons who do not 
muſt not ſtand near the Table, but 


* 


give the 


relating to the Game. 
1 a Concluſion of this Trea- 


| hall inflance 2 remarkable Picce of Kas- 
very, that is well known to the Town, tho' 


committed a few Years paſt by a Perſon who 
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to diſtinguiſh ; 


s Card will be the firſt 
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& will be eaſ 
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will 
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v. To gueſs the Number of the Pointe, or - 
Cards drawn out of 4 
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PART II. 


The GENTLEMAN's Divzxsion, 
in the Arts and Myſteries of Riding, 
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Of RIDING. 


— h cnnkil i the Faice, Brits Reg, 
Calves of the Legs, and Spurs ; the laſt of 
which is chief for Correction, which muſt not 


be done faintly, but ſharply, when Occaſion 
ſhall require it. 


may be comprehended within 
three Heads ; the Voice delivered ſmoothly 


ech up his Noſe, diſorders his Head, or en- 
deavours to run away with his Rider. 

The Manner of it is thus: Let it 
„ Y low, ;, and reſt upon the tender 


ein, and wi 
bring him to the treading | 
ge Ri It your Horſe's 
ſlothful and dull, yet ſtrong, trot hi 
ſome new plow'd Field ; but it agile, 


Spirit, then trot him in 
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Ring, then teach him to 
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m 
fo 


ing ade your Horſe gallop as well 


Having 
as trot the 
hr, comel 
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ig. refuſe to ſtop as you would have 


"When your Hork can ſtop well, and re- 
| Jo ce Gon teach lin rer 


Ground, but by no Means fi 
{prawl or paw with his Feet forward. Lay. 


y 
Treg a 3 5 
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as often as he commits thoſe Faults. 
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at the Wall; this done, ride your Horſe in- 
to the hollow Place, and faſten one of the 
Reins of the Cavezan to the.Ring, and the 
other about the Poſt ; then ihaving firſt che- 


riſhed your Horſe) make him advance by the 
Help of the Calves of your Legs, twice or 
thrice together, then let him pauſe 
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4. Upon the let your Horſe be 
empty, and that he take his Reſt undiſturbed 
till you lead him out. Day 
Shoe Horſe every before you 
MT de the Pita of he Hamas 
Knocks may be out of his Feet. | 
6. Saddle your Horſe on the Race-Day in 
the Stable, before you lead him forth, and fix 
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ſtructions to 1 2 
| , add: Knowledge to W alrea- 

pins» comprene Prdciacy in ts 
| _ AS as I can; give 
you mation how you ſhall chuſe, biced, 
| dauere date cid wth whatcholo Se 
crets are thereunto belonging, in order, thus. 


| Of the Chaice of Ficurrino-Cocks, 
1 the Eleftion . there 


—_— ——_ 


and 
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produceth an Expectation of the 


; and tho? he is not fo har- 


there is little Occaſion for it, 


. 
; 
| 
11 


monly 
quick 


of his Buſineſs: Now, ſhould © 


| | 


Cock 


To conclude, make your Choice of ſuch a 


ſtrong, 


one that is of Shape 


of Colour good, of 


Viale true, and of Heel ſharp and 


ready. 


How to breed 4 Gau Cocx. 
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ſparring or chafing, and after every Heat a 
Scouring, which will "_C Ns 
faint and purſy. 
Feed him the 
but you 


the 
PROS TIS 
hi . oc | - 


(which is a Time ſuf- 
ficient for BL for the lake) you 
muſt feed him as aforeſaid, but you muſt not 
ſparr him at all for fear of making his Head 
ſore, . but you may moderately chafe him 
twice or thrice in that Time zs aforeſaid, then 
rolled well in brown 
which will prevent the Scour- 
I making the Cock ſick ; now you 
may let him fight, having firſt let him reſt 
four Days, H 


The right Way of Cocx-MaTcainc. 


O all Things have a ſpecial Care how 
you match your Cock ; for ſhould you 
feed your Cock with never ſo much circum- 
13 it will avail nothing 
it your Cock be over- matched. Fg 
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| ſee 


utmoſt of his Height, 
pare them together, being herein 
verned by your Judgment; his Strength is 
n by the Thickneſs of his Body. Take 
this for a Rule, That a Cock is ever held the 
frongeft, which is the largeſt in the Girth. 
You ſhall know the Dimenſions of the Gireb 
by the Meaſure of your Hands, Griping the 
Cock about from the Points of your great 
Finger to the Joints of your Thumbs, and 
cither of theſe Advantages by no Means give 
your Adverſary; if you doubt Loſs in the 
one, be ſure to gain in the other ; for the weak 
long Cock will riſe at more Eaſe, and the 
ſhort ſtrong Cock will give the ſurer Blow. 


How to prepare Cocks for Fickt. 

AINCE all Cocks are not caſt in one 
Mould, the Advantages on cither Side 
Rat => 
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tm cure ND. 


: * — * ; 


give him a Rell Sr o of your beſt Scour- 
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ing, als fave Bn gp .ce hat ca yen a 


hu LES 


EITE a wi 
then take the Powder of Herb Robert, and 
put it into a fine Bag, and his Wounds 
there with; after this give him a good Hand- 
ful of Bread to eat out of warm Urine, and ſo 
him into the Stove again, and let him not 
the Air till the ing be fallen. 
If he hath received any Hurt in his Eye, 
then take a Leaf or two of right Ground-Ivy, - 
that which in little Tufts in the Bottom 
of and hath a little rough Leaf ; 1 
iy, take this Ivy and chew it in your Mouth, 
ETC Juice into the Eye of the Cock. 
only cure the preſent Mal- 
be eee een 
— rote Eyodght 
If after you have put out your wounded 
Cocks to their Walks, and viſiting them a 
Month or two after, if you find about their 
Head any fwollen Bunches, hard and blackiſh 
at one End, you may-then cenclude in ſuch 
Bunches there are unſound Cores, which mult 
be opened and cruſh'd out with your Thumbs; 
and after this, you mult fuck out the Corrup- 
tion, and Gag the Holes full of freſh But- 
ar, 7708 need nor Goune & Cute. 
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: foul Feedi 


the Rump of the Cock, 


the Cure, you muſt pull 
and open the Sore to thruſt out the Core, then 
waſh the Place with Water and Salt, the Cure 
is effected. 


happeneth by eating too much moiſt Meat, 


of Cock-Fighting. 


An. ſome Diſtempers in a Coen, Crick, 
or Hen — Game. 


#4 


HE Pip is a white thin Scale growing 
r by which 
means P cannot feed; it is 
vity ville to the ye, and proceedeth from 


ng or. want of Water; it is cured 


by pulling off the Scales with your Nail, and 


rubbing the Tongue 
The Roop i 


with Salt. 
is a filthy Boil or Swelling on 
Hen, Sc. and will 
corrupt the whole Body. lt is known by the 
ſtaring and turning back of the Feathers. For 


away the Feathers, 


If your Cock or Hen have the Flux, which 


may cure them by giving them ſcalded 
bran; but if they 


cannot mute, anoint 


their Veins, and give them Corn ſteep'd in 
Man's Urine. 


Lice is a common Infirmity among them, 


proceeding from corrupt Food, or for want 
RS in Sod, Alhes, or the like: 


This Malady you muſt cure in taking Pepper 
beaten to Powder, and mixing it with warm 


. Water, waſh them therzwith. If they are 
| - ANI 
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troubled with ſore Eyes, taking a Leaf or 
two of Ground-Ivy, and chewing it well in 
your Mouth, ſpit the Juice thereof into their 
Eyes, end ie wil poofianly hand. What other 
Infirmities are incident to theſe Birds of Game, 
I ſhall leave, and their Cures, to your on 
Practice and Obſervation. 


An Excellent and Elegant Copy of Vzus25 upon 
two Cocks fighting, by Dr. R. WII p. 


O, you tame Gallants, you that have a Name, 
And would accounted be, Cocks of the Game ; 
That have brave Spurs to ſhew for't, and can crow, 
And count all Dunghil Breed that cannot ſhow 
Such painted Plumes as your's ; which think't no Vice, 
With Cock-like Luft, to treat your Cockatrice. 
Tho' Peacocks, Woodcocks, Weathercocks you be, 

If are not Fighting-cocks, y'are not for me. 

I of two feather'd — waned fi will write; 
And he that means to th' Life to expreſs their Fight, 
Moſt make his Ink the Blood which they did ſpill, 
And from their dying Wings muſt take his Quill. 


O ſooner were the doubtful People ſet, 
The Match made vp, and all that would had 


| bet; 
But firait che fcilful Judges of the Play 


Brought forth their ſharp-heel'd Warriors, and they 
Were both in Linnen Bags, as if twere met 


Before they dy'd, to have their Winding. Sheet. 


Anger made them ſo. 


Whether "twas Blood or 
I'm fure 


been 
being 


FL 


More ſafe, 


in with Blood. 
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Advantage 
Drops of 
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other 


fall, 
ſo near, 
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they 
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To whiſper Wounds ; and when they could not riſe, 
They lay and Jook'd Blows int each other'sEyes. 
But now the tragick Part! After this Fit, 
When Norfolk Cock had got the beſt of it. 
And Wiftich lay a dying, ſo that none, 
Tho' ſober, but might venture Sev'n to One; 
Contracting, like a dying Taper, all 
His Strength, intending with the Blow to fall, 
He ſtruggles up, and baving taken Wind, 
Ventures a Blow, and ftrikes the other blind. 
And now poor Norfolk, having loſt his Eyes, 
Fights only guided by Antipathies : 
With him (alas !) the Proverb holds not true, | 
The Blows his Eyes ne'er ſaw, his Heart muſt rue. 
At length, by Chance, he ſtumbled on his Foe, 
Not haring any Pow'r to ſtrike a Blow. 
He falls upon him with his wounded Head, . 
And makes his Conqu'ror's Wings his Feather-Bed: 
Where lying Sick, his Friends were very * 
Of him, — fetch d in Haſte a Pot 
But all in vain, his Body did ſo bliſter, 
That was uncapable of any Glyſter; 
Wherefore, at length, opening his fainting Bill, 
He call's a Scniv "ner, and thus made his WilL 


Mprimis, * it never be forgot 

My Body freely I bequeath to ! Por, 
Decently to be Beil d, and fir its Tomb, 
Let it be buried in ſome hungry Womb. 

Item. Executors 1 ci = none, 
But he that on my Side laid Sem to One : 
And, like a — that he may live, 
To him, and to his Heirs, my Comb I give, 
_—_ evith my Brains, that all may know, 
"mes his Brains (id uſe to crow. 
—_— It is my Mill to th weaker Ones, 


Whoſe Wives complain of them, I give my Stones; 
To bim that's dull, I do my Spurs impart : 
And to the Coward I begucath my Heart, 

Q 


K 


Aa in 


: 


141 
4 


gh 1 i of Ber 

| wy . 5 1 eng is 
5 » | + fr 10 

lis : fr: x33 for 16 121 


Nee Ina 


e 


+ 
E 


* 


Toft 


e 


| 2111 
2 
ö 1 - 
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